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5f & 52: EVE FOR AN EVE. X-O RETURNS WITH A VENGEANCE. 
BY BART SEARS, ANDY SMITH & RON MARZ. 


BY THE RECKONING 
OF THE SAGES OF MINORAR 


N THE PLAINS OF 


URLAN 1N EASTERN 
STONEHAVEN. 
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--ZZL MOT 
BE CEFEATEO? 
BY THE 


LOES 
47 STING 
SIUNRIT ? 


DESTRUCTION... 
CHAOS...PIRE ANC 
SHADOWS... 


“ie TOWN OF HAMATH, 
WHERE THE PLAINS OF 


 URLAN MEET THE WESTERN 
f ae OF THE TENAMIS RWER, 


(TS... 
BEAUTIFUL. 


DOORS. MORE STUPID 
GIBES, ITS ASIF ID 
NEVER LEFT THE FILTHY 
SIREETS OF ARATHOMA! 


60 BEIT IL STOLE 
TO SURVIVE AB A CHULD-- 
QW LZ HAVE THE POWER 1O 
TAKE WHAT L WANT 
AS A MANL 


” MUONS 
AWAY FAR 
WITH YA! 


PICKIN’ ME 
M CLEAA/ TNIGHT, I 
A Bore! f 


] 
i) 


AIN‘T NOTHIN’ 
ACMTTER. 


GLUGES — 


ANOTH 
PE Vl MENTS 


~~ 


Gp COWLES 
j (I) i / 


PH ey 


Ye Y |e i ” <4 * 


He ZLOGURAT 
ETI OF URLAN. 
y ..AND 
Everyeovys- 


THE SHAPOW HAS CALL THEM BACK, NEN \\' | 
FINALLY CROSSED OUR PLAINS, WY MY CHILD. THE GLIDES THE THLINPERE RAVIPEL Has \h 
VISIONARY KADESHa--'\\ HAVE ALREADY DuELED ) SPIRIT SUMMONED” " CONQUEREP? hn 
HAMATH |S INVAPED BY A THIS MAGELING... TO DEFEND US WAS STONEHAVEN.. We} 
CARK WEAVER. | BEATEN-- THE VERY NOWHE SENDS = B\\N 
oe 1 PLAINS BENEOTH . A FORMIDABLE A 
EVEN Now, Ou HY ; IT WERE HERALD-- 
TROOPS PREPARE A ; Hut Ved I DESTROYED. 
I) COUNTERATIACK. fie 


--AND YOU WOULD 
HAVE US LET HIM EAT Oe 


7 
THE DAVEMANT 
RETURNS TO HAMATH, 


ALLIANCE WITH 
THE GUIDES. 


PULL THE GUARY. 5 
AWAY, FROM THE INN, 
AND REST ASSLIRED-- 


| SHADOW 
MAGE WiLL BE 


CZ 


WHEN EXACTLY 
DID WE LOSE SIGHT 

OF OUR DREAMS, é 
} WE LEARNEP 
OUR, FATHERS 
L\ WERE LIARS? 


SOMEONE WE 
LOVED? 


© ee re a ‘py i] . : 
ALONG, WE'VE BEEN cco “ j AN ep 

| PREAMING THE fd igs \\\ EZER. < 
DREAMS OF OTHERS 
wllKE SHAPOW, 

PUPPETS BEYOND 

THE VEIL. 


ROY THING Fast, ¥ 
A. JARED... 


\ 


-YOU FACE 

ELAN, OF THE 
ORDER 

PAVENANT A 


YOU'LL oy 8 
MO FURTHER 
HARM TO 
THESE GENTLE- 
FOLK-- TODAY, 
RAVIPEL HAS 

FINALLY fp 

PLAYED THE fm 


COWARD! 
THE GLIILTY 
ALWAYS RUN / 


Mae 


Look HOw 
HE DEFLLES 
THE HOME OF THE 


GLUIPES--WAIT! FF 


He HUNTS 
VISIONARY. 
eeenas LIFE 


15 IN MY HANDS / 
rT eae. 


STONEHAVEN 
1S FREES 
RAVIDEL 13 
AISTORY! 


video games do you buy? 
_t1-3per year _J4-11 per year 
any type of video games do | 


_I Movie based 
_j Arcade based 
_| Comic based 


_IMarvel _! Other:_ 

DGC ‘ do you visit video game 
_IDC Vertigo: arcades? “ é ; 

_! Harris a Valide? “ _1 time of -month _|2 times per month. 


a _iDark Horse’ _I Others: 1-2 tim 3-5 times per vee 


you rent video games? 
r month 


your favorite Valiant charact 
at does not have his own title? 


many years have you been rea¢ 
ing and collecting comics? 

11-2 years 13-5 years 16 or more year 
8.How often do visit comic book stores? 

_I Once a week ‘ or more. ; _ITwice a month 

_IOnce a month > 3 tim 
9.Do you own or kok ta 
any of he followin eV 
systems? a 


Plan To Buy: 

a NES _ Sega CD > 

a pubes NES _| Atari Jaguar 
_ 1 Sega 32x 

3D0 i, 

al Philips CDi 

ill) JVC X-EYE 

_! Game Gear 

_! Genesis 

Atari Lynx 


5S, how many packs do yee bi vive 
_f 1-2 packs per month or less 1] 
ol 1-4 packs per week 

Lal 5 or more packs Pee peek 


a “Atari ear 
~ _13DO 
-_JPhilips CDi 


0. Which type of music do you listen 

_tHeavy Metal _! Rap Lo 
_ _I Alternative _!Dance . 
/ Rock Jazz . Other 


21.How Many CD’s ,Records, or Tapes do 
you buy? — 

_110 or more per month 

_5-9 per month 

_I 1-4: per month or less 
22. Which of the following cable ser- 
vices do you get in your household? 


_|Heavy Metal _INT 

_! ESPN ft P 

_] ESPN2 _| Cartoon Network 
_| TBS _} Pay Per View 
_MTV _| Sci Fi Channel 

_| Nickelodeon ) The Box 

_1 HBO _ BET 


_1 Other: (Please Specify) 
23.How many pairs of s 
bought in the past yea 

_I1-2 pairs : 


mail order/catalog in th 

_lYes : > 
25. If yes which of the following have 
you sent for? of 


rts/$ orts 


_lVideo Games 
Clothing 
_iComputer Hardware 
_jOther: (Please Specify) 

26.What are your favorite sports? 


_! Computer Software 


_| Basketball _jSoccer 

__ -!Football _ISkateboarding 
_| Baseball _|Roller Blading 
_| Hockey _ISnow Boarding 
_| Martial Arts _ Surfing 
_! Biking Skiing 


_I Other: (Please Specify) 
27. How often do you go to the movies? 
_ Twice a week _lOnce a week 
___tITwice a month _|Once a month 
_» Once.a year _1 Never 
28. How often do you rent movies? 
_| Twice a week _] Once a week 
n _! Once a month 
_! Never 


29.What types of movies do you watch? 


| 1 Sot-Fi _| Comedy 
_ Horror _| Drama 
_ Action/Adventure 


30.How many people read each issue of 
your Valiant comics? 


ee ae tite 


, FOR 
I SELF, 


31. What are your three favorite televi- 
sion shows? 


32.Which of the following } 


you use? _ 
_JSkin Preparation —_| Deode : 
_| Shampoo: 


-_t After-Shave/Cologne 


_| Gel.or mousse 
33.What is your fav 


ite candy? 


PLEASE COMPLETE THIS SURVEY (IT’S 
OK TO PHOTOCOPY IT) AND MAIL IT 
TO US NO’ LATER THAN JULY 31,1995... 
AND YOU’LL AUTOMICALLY BE ENTERED 
IN A DRAWING TO WIN A FREE PRIZE 
JUST TELLING US ABOUT YOUR- 
OUR VALUED ACCLAIM COMICS 
READER. GRAND PRIZE...5 WINNERS WILL 
BE, RANDOMLY SELECTED: TO WIN 
ACCLAIM’S HOT NEW VIDEO GAME NBA- 
JAM TOURNAMENT EDITION. 


RUNNERS-UP...200 SURVEY ENTREES WILL RECEIVE 
A LIMITED EDITION, GOLD LOGO VALIANT COMIC 
BOOK. 


PLEASE MAIL SURVEY TO: 


WE WANT YOUR OPINION 
C/O ACCLAIM COMICS, INC. 
275 SEVENTH AVENUE 
NEW YORK, NY 10010 
NAME 
HOME ADDRESS 
CITY. STATE ZIP. 


PHONE NUMBER(_) 
DATE OF BIRTH__/_./ 


No purchase necessary. Drawing is open to anyone excep| 
émployees of Acclaim Comics, Inc and their immediate 


families. One entry per person. Survey and entry form may 


be photo copied. Void where prohibited or restricted by law 
All Federal, State and local laws apply. Entries become sole 
property of Acclaim Comics,Ine and cannot be returned 
No cash equivalent or substitute prize is offered... The prize 
will be awarded in the name of the winner and is no 
transferable. Offer void where prohibited, regulated, o1 
restricted by law in a manner inconsistent with the purpose 
and rules hereof. Taxes, if any, are the sole responsibility o 
the prize winners. All entries must be received at contes 
headquarters no late than July 31, 1995. Winners will be 
selected in a random drawing conducted by Acclain 
Comics, Inc on or about September 31st. Acclaim Comics 
Inc is not responsible for lost, late, misdirected or mutilatec 
entries. To receive a list of prize winners, available afte 
November 31st, send a stamped,self-addressed envelope t 
We Want Your Opinion C/O Acclaim Comics, Inc 27 
Seventh Avenue New York; NY 10001 


YOU TO PIECES / 
eT een 


Y TVE HAD 
(7 WITHA THIS 


RIO, ELAN! 


macy | 
\CO LOBELIA | 
CUE? 


¢ 


l 6 Vicious. 


KRISTINA-- HE” 
TUREATENS AN 
OPPONENT WHO 
|6 TRAPPED 
AND 


THIS TOWN. HAS 
fare. KRISTINA. HE 
4 BROKEN MANY 
OF THEM. 


PROTECT HIM at 
FROM OUR JUSTICE, 
\ ANP YOU BECOME As 

MN GUULTY 6 Hé. 


LOATHE THAT 
GIRL. 


7 1M FEELING BETTER 
NOW, M'LADY-- THOSE 
PLANTS YOU RUBBED 
ON MY WOUNGS HAVE 
ALREADY TAKEN THE 
b S7/VG OUT OF THEM! Af 


y (\F YOU'LL LET 
ME SPEND THE 
MIGHT HERE, TLL 
BE ABLE LEAVE 


Bly LETS GET SOMETHING 
STRAIGHT, JARED-- I 

DON'T HURT PEOPLE. 

T'LL NEVER L/E TO You, 
or isle YOU. IT'S 


Y .A\T BLASTS & 
Y LANPS, AND £7443 
GOOD OL EBZER XN FATHERS, ITS HARP 
TAUGHT ME ALLI TO CONTROL, AND IT 
NEED To KNOW , SETS ANIMALS To 
ABOUT MAGIC... SLAUGHTEF 
ONE ANOTHER! 


ves, I Guess IM 
WHAT YOU'D CALL A 

PLANEB WAL KEI2-- 
BUT THAT DOESN'T 
ALWAYS MAVE 107 
m BE A ool THING. 


JARED, CALL ME 
KRISTINA-- ANP YOU 
CAN STAY HERE AS 


LONG 46 You 


WANT, 


SANPRLICL NER 
THERE SEEMS 
TO LUKE YOu, 


“MAGIC 16 THE ETHERAL 
STUFF THAT BINDS A BILLION 
WORLES AND A TRILLION 
PLANES OF EXIGTENCE. ITS 
A FORCE THAT CAN TAKE 
YOUR. IMAGIAMAGS, TARED-- 
ANP MAKE THEM REAL. 


“YES, IT CAN BE W6ED 
FOR VEN GEA//CE-- BUT, 
DRAWM JUGT THE RIGHT WAY 
FROM ANY OF FIVE LANDS, 


MAGIC CAN! ALSO HEAL; ! 
CAN BLULP THINGS, GTOKE 
THE FLAMES OF FROSSIONS 


“WHEN YOU FINALLY 
EMBRACE MAGIC, YOU WON'T 
BE SCREAMING EPITHETS, 
des a pear THOSE RIPPLING 
WHEN you CASI YOUR. YEO, WwW 4 
SPELLS, INSTEAD YOULL EXPERIENCE oy ees te 
AECOMPLISHMENT.. JOR FIVE LANDS, DRAWING AAA 
RAW MAGICAL POWER--INTO 
YWOURGELE BEFORE YOU LET 
FLY WITH “THOSE FLASHY 
SPELLS OF YOu 


“MAGIC IS THE GREATEST 
TOL. WE WILL EVER KNOW. 
SURE, WE CAN LIVE WITHOUT 
iT-- BUT TO LEAL IT, TO 

EMBRACE 1, |S To FALL 
W TUNE with THe SONGS 
OF THE UNIVERSE, 


“PLAINS, FORESTS, MOUNTAINS, 
SWAMPS, ELANIDS...1E YOU TRULY 
WISH TO GELOME A MAGKIANM, 
YOU MUGT LEARN THE MEANING 
OF EACH. ONLY THEN CAN YOU 
CHOOSE YOUR AYTH FROM AMONG 
THE FIVE, ANID WALK THAT 
FATH WITH AASS IONS 


“JAREQ WAITE 16 
ORGANIZATION...CIVILIZATION, = | 
FROM THE ORDER OF LE/7RLAE | 

TO THE NOBLE WWITE KM/OMTS 
FOUN IN THE POWMAMA... 


BEASTS ARE 7 
sacha on - . 


"A WISE MAN NAMED — 


algal ONCE TOLP ME, 


UT OF PLACE, OUT OF TIME.. 


1GI 
COMING iInROCU GUST 
“ Me 


“OU "SOIWIOD WIRD G66LO 8 WL LSVOLNO AHL ‘OUI “SOIWODH WIe|DDy G66LO 


I DON'T WANT 
TO BE ANYBODY'S 
MONSTER... BUT L 
ALSO INOW THAT I 
CAN'T BE LIKE 
ORPINGTEY 
FOLK, EITHER, 


NOTHING, JAREP., 
ITS JUST THAT I'VE 
LIVED A VERY LONG 
TIME, ANP SO LITICE 

SEEMS TO CHANGE. 


HAVING A VILLAIN TO 
HATE IS MUCH MORE 
EXCITING THAN FINIEHING 
A HARD mare LORE, 


YOU LOOK 


IF RAVIDEL IS STILL 
ALIVE -- AND IF SOME- 
THING EVEN W1ORE 
POWERFUL IS CONTKOL- ff 
LING HIM-- THEN THEY £ 

\ MUST BE STOPPER 4 


if KRISTINA, TEACH 

~_ ae, §=6ME TO BE A REAL 

~ eel MAGE. I WANT TIO 

= USE MAGIC-- THE 
RIGHT Wey, 


Hmm, L THINK TAS 


BELONGS TO vous--I 
FOUND IT NEARLY 
SHATTERED O’N THE 
FIELV6 OF URLAN. 


IT WON'T 
BE WITHOUT 
LOST-- ARE YOu 
CERTAIN THIS 
IS WHAT You 
WANT 


HOPE YOU DON'T 

MIND--L MADE A 
rEw 

MOPIFICATIONS. 


KRISTINA, I'VE p 
NEVER BEEN MoRE ¥ 
CERTAIN OCF ANY- 


THING IN MY LIFE, 


4 


1M ENVIOUS 
AND SAP FOR You 
AT THE SAME TIME, 
JARED-- WE'RE ABOUT 
TO EMBARK ON 
aN IWWCREP IBLE 
JOURNEY. 


With those words, Jared Car- 
thalion walked away trom his duel 
with the Battlemage Ravidel, and 
the Shadow Mage became a 
Wayfarer. Welcome to the first 
installment of Revelations, the offi- 


wr 


The 


cial letters column for Mac 
Gathering—Wayfarer! Some of you 
may be asking, why create a whole 
new miniseries for Jared? Why not 
simply continue the numbering on 
the Shadow. Mage, and make it an 
Ongoing series? Well, it’s because 
this is a whole new chapter in 
Jared’s life, and \ rer is not so 
much about shadows as it is about 
a hero’s journey, and the discovery 
of magic. Revelations. 

Each of Armada’s Magic: The 
Gathering series is self-contained. 
You're getting the whole story, if 

‘ou stick with us from issue #1. 

owever, mo readers are current- 
ly enjoying a bigger picture which 
seems to be coming into focus as 
they enjoy all of the various Armada 
releases. With its Planeswalkers and 
Moxes, Legendary Heroes and 
Hurloon Minotaurs, the universe of 
Dominia, and es ape the world 
of Dominaria, has an incredibly rich 
history. Our comics will be bringing 
you vast portions of this tapestry 
(you'll have to pick up. the 
HarperCollins novels, books from 
Wizards of the Coast, and, of course 
the Magic: The Gathering trading 
cards themselves for the rest), and 
we think you'll begin to find they're 
going in a definite direction. 

Magic: The Gathering is, bar 
none, the nation’s hottest . col- 
lectible trading card game. Players 
take on the roles of powerful wiz- 
ards Known as planeswalkers. These 
wizatds have the ability to access 


various spells, which they use to 
defeat their opponents while 
defending their own. territory. 
Armed with nothing but a deck of 
cards, the battle begins. 
Dominaria's lands provide five dif- 
ferent colored mana (red, black, 
blue, green, and white), which is the 
pow source for all of the magic in 
ominia. Each color of mana repre- 
sents different strengths and weak- 
nesses, which can make pretty pow- 
erful combinations. Spells differ in 
their casting cost and power, and 
certain spells have neat little fast 
effects which can make games more 
interesting. Players combine: skill, 
Strategy and a heaping dose of 
good luck to construct their deck. 
Rules guru, Shawn Carnes has 
once again volunteered to interpret 
the events, creatures, relics and 
spells woven into the Wayfarer sto- 
ryline, and translate them back into 
game terms. Shawn's insight has 
roven invaluable with our other 
agic books, and each of his 
columns for Wayfarer will focus on 
one of the five colors of Magic. 
Finally, because of the huge influx 
that we've received from our 
recently concluded | 
miniseries, we've had to spill some 
over into this issue. Thanks, one and 
all, for writing in... 


| 


A 
Mi 


ngd—- : 


In Shadow Mage #1, does Ravidel 
use Lance to gain first strike with his 
army and Rocket launchers on 
board the barge? Oh yes, by the 
way, was Adam there to either sac- 
rifice Jared or trade him to Ravidel 
for a previous agreement? |s this 
why Adam muttered, “I can’t do 
it”? Maybe it was to save his realm? 

Also, with the lronroot. Treefolk, 
did Jared, even as an infant, tap to 
summon. them through instinct? 
| noticed, whether intentional or 


not, his eyes are fairly green. Maybe 
he has untapped potential? 
Once again, two thumbs up on 
ac efforts for an exceptional comic 
ook/storyline. Keep ‘em flying. 
Stephen Anderson 
Parkersburg, WV 


| liked the third Shadow Mage. 

| don’t have the first or second 

ones, but | liked the third one. 

Would you please send me a copy 
of the fourth one ee 

Dustin Lampman 

Vancouver, WA 


| like role-playing, so | will for this let- 
ter: |, Aulpay Egalsay (known as Paul 
Segal in this mortal realm), am an 


omnipotent, omniscient planeswalker. 
| have won a Force of Nature (who 
could beat Swamp Thing blindfolded, 
Weaknessed twice, and tapped with 
both hands tied behind his back to a 
moving Juggernaut) from the mortal 
Brent Morris... 


To ay Peterson: My friend Ray ~ 


has a small, green and white, Thallid 
deck. He can get out many creatures 
early in the game, and beats me 
fast. This shows the virtue of the fun- 


us. 
3 Personally, | think a deck should 
be white, black, and another color. | 
use green. 
Paul Segal 
Oakland, Nj 


P.S. I'm sure that my friend Dave 
would like to be mentioned in this 
comic, so I'll just mention that he’s 
really easy to beat. 

P.P.S. On the cover of Shadow 
Mage #3, Jared is apparently using 
some kind of saber, but inside he 
comic he is still using the Hurloon 
Minotaur’s broadsword or long- 
sword, Why is this? 


This issue’s transformation of 
Foecleaver should settle things once 
and for all, Aulpay! Hi, Dave. 


| have discovered something 
about #3 worth mentioning: First, 
in Shadow Mage #3, Grant 
Schindler sent in a letter that makes 
the connection between the little 
girl in Shadow Mage #1 and Liana of 
Minorad. If you look in Shadow 
Mage #1, you will see that on the 
close-up o 


¢ the girl, Liana’s eyes are 
blue. Then, if you look in Shadow 
Mage #2 on the close-up of Liana 
on the last page, you will notice her 
eyes are on Is this just an over- 
sight on the part of the artists? 

..Also, do the people who do the 
cover art and the pa who do 
the comic book look at each other's 
work? The Hurloon Minotaur on the 
cover of Shadow Mage #2 looks dif- 
ferent from the one inside. 


_and got the other two! 


of SM #2 before we realized that 
Hurloon Minotaurs were covered with 
white fur from head to hoof. Val made 
the correction for the book's interior. 


Most of the titles show promise 
and have interesting, compelling 
storylines. The art is solid and effec- 
tive without being overbearing. 

| dislike the text pieces that 
explain the story in terms of the 
ame. It cheapens the experience 
or me and doesn’t add to the expe- 
rience. | also don’t care for the cards 
included in each issue. Again, they 
don’t add to the experience. 

On the whole, the various M:TG _ 
comics have the potential to be 
truly great. Concentrate on telling 
good stories and avoid unnecessary 
gimmicks, and success is assured. 

Matthew ae 


though, they are a true art form. It 
is easy to see this in the gri 
face of Adam Carth 
cover of Shadow Ma 
just finished. a 

| think you guys did a first-rate job 
with this idea: story, art and all! 
| loved the blow-by-blow technical 
account by Shawn Carnes. | guess 
that’s all | have to say ex 
keep ‘em coming! I'm re 
Hmm... maybe I'll read 
one again. 


Many of our readers, such a hen 
Rutherford and Joe Ery ieaniton 


Clint Allen 
/ Cisco, IX 
Your Shadow Mage series is afan- 
tastic work of art. | believe that it’s | 
one of the best comics I’ve read ina. 
long time. | missed Shadow Mage 
#1 and #2, but then | went out to — 
sell my Vesuvian Doppelganger (I 
no longer play blue), and there was 
issue #3 sitting on the shelf. 
Needless to say, | went back out 


Wouldn’t it would be cool to have 
a comic book based on Clayton. 
Emery’s Magic: The Gathering 
novel series? By the way, Yorgos 
gang, with Jared’s help, would have 
to be at least a 2/3 creature, since 


Zombies. But ne 
so | don't think t 


Ryan Ruby. 4 
Veneta, OR 


Thanks for the comp 
We'll bet it was Val Maye 


| painting of the 


cover of issue th t got j 


_edon the series. Believe it or n 


ries that strongly 
ween 


The Gathering 
ponoule say I’m 


he current glut 
heroes, the M:TG bo 
refreshing change. 


Hello, planeswalkers! Welcome to 
_ the Seer Analysis column, the offi- 
cial play-by-play to all the Magic: 
The Gathering action depicted in 
Armada’s Magic comics. My job is 
to check out how well the artists 
and writers incorporate the spells, 
creatures, artifacts, and concepts of 
the Magic: The Gathering trading 
card game into the. stories. 
Throughout this miniseries, I'll be 
pointing out clever spell combina- 
tions that you can swipe right out 
of these pages and use in your 
game duels. 

This time around we take a look 
at Magic: The Gathering—Wayfarer 
_ #1, and the ongoing chronicles of 
Jared Carthalion. What is of particu- 
lar interest to true Magic fans is that 
each issue of this miniseries will 
deal with one of the five colors 
as they exist in Magic: the 
Gathering. The first book deals with 
White magic. So, without further 
delay, onward to the secrets of 
White magic! 

The action starts out with an 
exhausted and half-starved Jared 
confronting a Thunder Spirit, a 2/2 
flying white creature with first strike 
Capability, first introduced in the 


Legends expansion. The power and — 


desperation of young Jared is 
apparent. when, after some 
exchanges, he casts a Cleansing 


spell, destroying all lands in game 


play. Players may spend one life 
point per land they wish to save. 


Without its source of power, the | 
dissipated. _ 


Thunder Spirit is 
Cleansing is a tough spell to cast 


(3 white mana). Though his father 


was capable of tapping Plains, 
we've never seen jared do this 
before. (The Shadow Mage is best 
known for tapping Green and 
Red—creature and _ fire-oriented 
magic, such as the Wall of Fire we 
saw in this duel, or the Falling Star 
he later uses against the D’Avenant 
Archer.) It looks like Jared has 
gotten even more powerful since 
we siw him last! 

Now burned, and crazed with 


hunger, Jared enters the not-so- 
friendly town of Hamath. To avoid — 


getting beat up at a local tavern, 
Jared, allowing for a bit of creative 


license, casts a limited Hurricane to 
mess up the place. Clearly, while 
Jared can sometimes pull off rather 
powerful spells, he also can cast 
spells that don’t live up to their 


_ potential (at least game-wise), such 


as this example, and the wild 
Falling Star and Earthquake spells 
he casts against the D’Avenant 
Archer, later. 

Before long, the town elders 
mistakenly associate him with 
Ravidel! At dawn, they dispatch 
Elan, the D’Avenant Archer to 
dispose of Jared. Let’s take some 
time to analyze the D’Avenant 
Archer, for it is (in my opinion) one 
of the best cards in the game for 
White. The Archer is a 1/2 creature 
which can tap to do a point 
of damage to an attacking or block- 
ing creature. It costs one White 
mana and two colorless mana to 
cast, so it is relatively cheap to 
summon. As a 1/2 creature, it’s 
great against 1/1 creatures and spe- 
cial abilities like those of the 
Prodigal Sorcerer (tap to do a point 
of damage to any creature), 
but the damage-dealing special 
ability is what makes the Archer 
special. This can be an incredible 
boon in combat. 

Imagine your 3/3 creature havin 
to block a 4/4 creature. The outloo 
isn’t good, and that pesky 4/4 
creature will still be there to 
task you next turn. The Archer, 
however, can even the score. Tap 
her to do a point of damage to the 
attacking 4/4 creature and then 


block with your 3/3 creature. No 
more 4/4 creature! 


Back to the story. In the midst of 
the conflict, a planeswalker by the 
name of Kristina comes to Jared's 
aid (even though Jared really 
doesn’t want it), and whisks him 
away. Remember Kristina, loyal 
Magic comic readers? We've seen 
her before in the Ice Age comic 
series! Apparently, Kristina has 
saved Jared from the Archer to 
teach him about the properties of 
White magic. Hopefully, this isn’t 
some kind of trick (we've been 
burned with Jared before), and 
Jared will begin his education in 
becoming a full planeswalker. 
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Let’s take a brief look at White 


_ magic ourselves, shall we? White, 


on the surface, appears to have the 
least offensive capability. This is 
actually its strength. White is a pro- 
tective magic and can save a game 
from defeat. There are numerous 
enchantments which do just this. 
Circles of Protection can defend a 
planeswalker against a specific 
color of damage. Players can 
also protect their creatures with 
Wards, playable against varying 
colors, making any creature that 
much more formidable. A 20/20 
Sengir vampire is all but useless 
against a 4/4 Serra Angel that 
is enchanted with Black Ward. 
Since the Ward grants the Angel 
protection from Black, meanin 
the Angel can absorb all Blac 
damage, and then attack without 
fear of being blocked. (Black Ward 

revents creatures it enchants 

rom being blocked by Black crea- 

tures.) It’s easy to see how White 
can be usefull! 

The Serra Angel (who we 
er during Kristina’s story in 
this issue) is a powerful card in its 
own right. For three colorless mana 
and two White mana, you get a fly- 
ing 4/4 creature which does not tap 
to attack, making it eligible to 
defend. This is some mighty potent 
power, if you ask me. 

Another aspect of White magic is 
its ability as an “equalizer.” How 
often have you faced a White magic 
deck and had the upper hand, onl 
to have your opponent cast Wrat 
of God, ridding the field of all crea- 
tures? While White is best at 
defense, do not underestimate its 
destructive power! Spells like 
Armageddon, which destroys all 
lands in play, and Balance, which 
equalizes both sides’ forces, can 
often tip the scales in favor of the 
White spellcaster in a heated duel. 
When combined with most any 
other color, White becomes a for- 
midable defense, complementing 
your offensive capabilities. Kudos 
yet again to the comics crew—a 
good representation of White. 

Until next time, may you have 
enough plains to do your best 
White Magic. 


in timéles calles is 


e i ‘ >; a - 
ARDI HOO | BR PACK, $2. dol v LIMITED EBON 


LATEST ON AGGLAIM COMICS AND 
‘OTHER FAVORITES EVERY MONTH Ih 


; Plus the same 0 
collectors have 


X-O Manowar TM and ©1995 Acclaim Comics, Inc. Ff 


Bue 7 RERUIRES ACT ‘era aa 
DAREN Gr ADULT GUAND! “ey 


ey rates 


i SEH 


1) ARTISTS PICTURES INU ALL PAGHTS RESERVED. af 


ILLUSIONS Site on the INTERNET: 
bites ws momua.com/io rd 


